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ABSTRACT 



A slot machine with multiple payoff modes and award 
presentations. The payoff modes in one embodiment are 
associated with a basic game and include a first and second 
payoff mode, the second payoff mode defining a "SUPER 
SCATTER" feature. Game outcomes are selected in the first 
and second payoff mode and symbol groups associated with 
the game outcomes are evaluated in the first payoff mode for 
symbol combinations displayed relative to one or more 
payhnes and in the second payoff mode for symbol combi- 
nations displayed in scatter-pay format. In one embodiment, 
the machine operates in the first pay off mode until the 
occurrence of a symbol combination itiggering the second 
payoff mode, then operates in the ^^mnH p^yn ff niod e for a 
single spin before returning to the first payoff mode. The 
award presentations include a non-linear sequence of award 
values which in one embodiment are associated with a bonus 
game characterized by characters bidding upon a selected 
object that may be presented in irregular time intervals. The 
sequence of award values (bids) including a first value 
("opening bid"), a number of intermediate values (bids) and 
a final value (a "winning" bid), A payoff is awarded based 
on the final winning bid. 

20 Claims^ 5 Drawing Sheets 
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GAMING MACHINE WITH MULTIPLE machine under control of a processor to execute a bonus 

PAYOFF MODES AND AWARD game program defining an award presentation. The method 

PRESENTATION SCHEMES comprises selecting, under processor control, a sequence of 

award values for the award presenlalion, the sequence of 

FI ELD OF THE INVENTION 5 award values including an opening award value, a number of 

. intermediate award values and a final award value. The 

The present mvention relates generally to gammg sequence of award values arc presented to a player, and a 

machmcs and, more particularly, to gammg machmcs with ^^y^Q awarded based on the final award value, 

multiple payoff modes and award presentation schemes. ,^ accordance with yet another aspect of the present 

BACKGROUND OF THE INVENTION 10 invention, there is provided a method of operating a gaming 

machme generally as described above, wherein the award 

Gaming machines, such as slot machines, video poker presentation has an auction theme in which bids are made 

machines and the like, have been a cornerstone of the upon a selected object. The opening award value defines an 

gaming indu.stry for several years. Generally, the popularity opening bid, the intermediate award values define interme- 

ofsuch machines with players is dependent on the likelihood diate bids and the final award value defines a winning bid. 

(or perceived likelihood) of winning money at the machine I" one embodiment, the game program defines a plurality of 

and the intrinsic entertainment value of the machine relative characters for presenting the bids. 'ITie characters 

to other available gaming options. Where the available which present the bids are selectable under either player or 

gaming options include a number of competing machines processor control. 

and the expectation ofwinning each machine is roughly the ^" accordance with yet another aspect of the present 
same (or believed to be the same), players are most likely to invention, there is provided a gaming machine having a 
be attracted to the most entertaining and exciting of the presentation element and a processor. The processor causes 
machines. Shrewd operators consequently strive to employ the presentation element to successively present yion-line ar 
the most entertaining and exciting machines available, i ncreasing se ouence of notential oavouts to a nlaver. 'Vhc 
because such machines attract frequent play and hence presentation element presents the sequence of potential 
increase profitability to the operator. payouts at irregular time intervals. A final payout is awarded 
One concept which has been successfully employed to t*^^ pl^V^'" one of the potential payouts. The sequence 
enhance the entertainment value of a game is the concept of ^f potential payouts may be bids made upon a selected 
a "secondary" or "bonus" game which may be played in ^^.J^^ presented by the presentation element. In accordance 
conjunction with a "basic" game. 'I^e bonus game may 30 "^'^^ another aspect ot the present mvention. there is pro- 
comprise anv tvpe of game, either similar to or completely ^^^^ ^ "^^1^°^ operatmg a gaming machine under the 
different from the basic game, which is entered upon the control of a processor. The method comprises providing a 
occurrence of a selected event or outcome of the basic game. presentation element an^., ?rvccessiygly prr , sfintin& . nn the 
Generally, bonus games provide a greater expectation of presentation element a nonlinear increasing sequence of 
winning than the basic game and may also be accompanied 35 Potential payouts to a player. The sequence of potential 
with more attractive or unusual video displays and/or audio. payouts are presented by the presentation clement at irregu- 
Because the bonus game concept offers tremendous advan- ^^"^^ intervals. The method also includes awarding the 
tages in player appeal and excitement relative to other ^^^V^' ^^^^^ ^ of the potential payouts, 
known games, and because such games are attractive to both BRIEF DESCRIPTION OF THE DRAWINGS 
players and operators there is a continuing Deed to develop « ^ ; ^.^^^ advantages of the invention will 
gaming tnachinesvvith new types of bonus (games to satisfy ^^^^^ ^^^j; ^^,1^^; ^^^^5,^^ 
the demands of players and operators. ITie present mvenlioD j^^j j^e drawings in which: 

is directed to satisfying this need. r^r^ ^ • - - r j ■ i_- 

FIG. 1 IS a perspective view or a video gaming machine 

SUMMARY OF THE INVENTION operable to implement a bonus game with auction theme 

, . according to one embodiment of the present invention; 

In acairda nee with one aspect of the present invention, -i • li i r.u j • u- ^ 

... . * , * . r . I FIG. 2 IS a block diagram of the video gaming machine of 



there is provided a slot machine operable in a first and 
second payoff mode. The slot machine includes a processor 



FIG. 1; 



operable to select game outcomes in the fit^t and second ^^^-^ Ulustration of a five-reel, nme-hne basic game 

payoff mode and a display for displaying symbol groups 50 P^'^^^ ih^ v,6<,o gaming machme of FIG. 1 

associated with the game outcomes. Each of the symbol according to one embodiment of the present invention; 

groups consist of a plurality of symbols displayed at a P^*^- s*^ows an outcome of the basic game of FIG. 3 

plurality of display positions. The slot machine includes ^^^^h wiU trigger a SUPER SCATFER bonus feature 

symbol evaluation means for evaluating the symbol groups according to one embodiment of the present invention; 

displayed in the first and second payoff modes. The symbol 55 ^ s*^ows an example outcome of the SUPER SCAT- 

groups displayed in one of the first and second payoff modes TE,^ bonus feature; 

are evaluated for symbol combinations displayed relative to FIG. 6 shows an example display screen which might 

one or more paylines and the symbol groups displayed in the appear in an item selection mode of a bonus game with 

other of the first and second payoff modes are evaluated for auction theme according to one embodiment of the present 

symbol combinations displayed in scatter-pay format. In one 60 invention; 

embodiment, the processor operates in the first payoff mode FIG. 7 shows an inventory of various items which might 

until the occurrence of a symbol combination triggering the be selected in an item selection mode from a display screen 

second payoff mode, then operates in the second payoff of the type shown in FIG. 6; and 

mode for a fixed number of spins before returning to the first FIG, 8 shows an example display screen which might 

payoff mode. 65 appear in an auction mode of a bonus game with auction 

In accordance with another aspect of the present theme according to one embodiment of the present inven- 

invention, there is provided a method of operating a gaming tion. 
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While the invention is susceptible to various modifica- 
tions and alternative forms, specific embodiments have been 
shown by way of example in the drawings and will be 
described in detail herein. However, it should be understood 
that the invention is not intended to be limited to the 
particular forms disclosed. Rather, the invention is to cover 
all modifications, equivalents, and alternatives falling within 
the spirit and scope of the invention as defined by the 
appended claims. 

DESCRIPTION OF SPECinC EMBODIMENTS 
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Turning now to the drawings and referring initially to 
FIG. 1, there is depicted a video gaming machine 10 which 
may be used to implement a basic game and bonus game 
according to the present invention. The gaming machine 10 
includes a video display 12 which in one embodiment 
comprises a touch -screen CRT display. Alternatively, the 
video display 12 may comprise a dot matrix, LED, LCD, 
electro-luminescent display or generally any type of video 
display known in the art. In the illustrated embodiment, the 
video gaming machine 10 comprises a "slant-top" version, 
in which the video display 12 Ls slanted at about a thirty - 
degree angle toward the player. It will be appreciated, 
however, that any of several other models of gaming 
machines are within the scope of the present invention 
including, for example, "upright" versions in which the 
video display 12 is oriented vertically relative to the player, 
or gaming machines which include mechanical, rather than 
video displays. 

In one embodiment, the gaming machine 10 is operable to 
play a game entitled WINNING BID*^" which features a 
basic game in the form of a slot machine with five simulated 
spinning reels (see FIG. 3) and a bonus game having an art 
auction theme. It will be appreciated, however, that the 
gaming machine 10 may be implemented with games other 
than the WINNING BID'^" game and/or with any of several 
alternative game themes. 

FIG- 2 is a block diagram of a control system suitable for 
operating the gaming machine 10. Coin/credit detector 18 40 
signals a CPU 20 when a player has inserted a number of 
coins or played a number of credits. Then, the CPU 20 
operates to execute a basic game program which causes the 
video display 12 to display the basic game which includes 
simulated reels with symbols displayed thereon (see FIG. 3). 45 
The basic game commences in response to the player 
activating a switch 22 (e.g., by pulling a lever or pushing a 
button), causing the CPU 20 to set the reels in motion, 
randomly select a game outcome and then stop the reels to 
display symbols corresponding to the pre-selected game 50 
outcome. In one embodiment, certain ones of the basic game 
outcomes cause the CPU 20 to enter a SUPER SCATTER 
spirming reel pay feature and certain other outcomes cause 
the CPU 20 to enter a bonus mode causing the video display 
12 to show a bonus game. The WINNING BID TM SUPER 55 
SCATTER feature and bonus game will be described in 
detail in relation to FIGS. 4^. 

A system memory 24 stores control software, operational 
instructions and data associated with the gaming machine 
10. In one embodiment, the memory 24 comprises a separate 60 
read-only memory (ROM) and battery-backed random- 
access memory (RAM). However, it will be appreciated that 
the system memory 24 may be implemented on any of 
several alternative types of memory structures or may be 
implemented on a single memory structure. A payoff mecha- 
nism 26 is operable in response to instructions from the CPU 
20 to award a payoff of coins or credits to the player in 



response to certain winning outcomes which might occur in 
the basic game or bonus game. The payoff amounts corre- 
sponding to certain combinations of symbols in the basic 
game is predetermined according to a pay table stored in 
system memory 24. The payoff amounts corresponding to 
certain outcomes of the bonus game are also stored in system 
memory 24. 

As shown in FIG. 3, the WINNING BID'^" basic game is 
implemented on the video display 12 on five video simulated 
spinning reels 30, 32, 34, 36 and 38 (hereinafter "reels") 
with nine paylines 40-48. Generally, game play is initiated 
by inserting a number of coins or playing a number of 
credits, causing the CPU 20 (FIG. 2) to activate a number of 
paylines corresponding to the number of coins or credits 
played. In one embodiment, the player selects the number of 
payhnes (between one and nine) to play by pressing the 
"Select Lines" key 56 on the video display 12. The player 
then chooses the number of coins or credits to bet on the 
selected paylines by pressing the "Bel Per fine" key 58. 

After activation of the paylines, the reels 30, 32, 34, 36 
and 38 may be set in motion by touching the "Spin Reels" 
key 60 or, if the player wishes to bet the maximum amount 
per line, by using the "Max Bet Spin" key 62 on the video 
display 12. Alternatively, other mechanisms such as, for 
example, a lever or push button may be used to set the reels 
in motion. 'Vhc CPU 20 uses a random number generator (not 
shown) to select a game outcome (e.g., "basic" game 
outcome) corresponding to a particular set of reel "stop 
positions," The CPU 20 then causes each of the video reels 
30, 32, 34, 36 and 38 to stop at the appropriate stop position. 
Video symbols arc displayed on the reels 30, 32, 34, 36 and 
38 to graphically illustrate the reel stop position and indicate 
whether the stop position of the reels represents a winning 
game outcome. 

Table 1 indicates the various video symbols on reels 30 
through 38 in one embodiment of the WINNING BID^" 
basic game. The various symbols used in one embodiment of 
the WINNING BID'^" basic game include: "AUCTION," 
"VIKING," "ACTRESS," "LAMP," "GUARD," 
"PEARI^," "STEER," "URN," "GAVEL" and "SUPER 
SCATTER." 

TABLE 1 

WINNING BID REEL SYMBOLS 



65 



Reel 30 


Reel 32 


Reel 34 


Reel 35 


Reel 38 


Auctioneer 


Auctioneer 


Auctioneer 


Auctioneer 


Auctioneer 


Gavel 


Gavel 


Gavel 


Viking 


Viking 


Viking 


Viking 


Pearls 


Lamp 


Lamp 


Actress 


Actress 


Actress 


Actress 


Actress 


Lamp 


Pearls 


Super 


Super 


Super 


Viking 


Viking 


Viking 


Viking 


Viking 


Guard 


Guard 


Guard 


Guard 


Guard 


Lamp 


Ijimp 


Super 


Super 


Super 


Pearls 


Pearls 


Pearls 


Pearls 


Pearls 


Steer 


Steer 


Steer 


Steer 


Steer 


Gavel 


Gavel 


Gavel 


1-amp 


Lamp 


Viking 


Viking 


Viking 


Viking 


Viking 


Steer 


Steer 


Steer 


Steer 


Steer 


I-anip 


Pearls 


Lamp 


Pearls 


Pearls 


Viking 


Lamp 


Pearls 


Lamp 


Lamp 


Guard 


Guard 


Guard 


Guard 


Guard 


Gavel 


Gavel 


Gavel 


Viking 


Viking 


L^mp 


Viking 


l^mp 


Pearls 


Urn 


Auaionccr 


Auctioneer 


Auctioneer 


Auctioneer 


Auctioneer 


Viking 


Lamp 


Super 


Super 


Super 


Pearls 


Urn 


Urn 


Urn 


Urn 


Actress 


Actress 


Actress 


Actress 


Actress 


Gavel 


Gavel 


Gavel 


Viking 


Pearls 
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TABLE 1 -continued 



WI NMNG BID REEL SYMBOLS 



Reel 30 


Reel 32 


Reel 34 


Reel 35 


Reel 38 


Lam 


Urn 


Urn 


Um 


Urn 


G "^d 








Viking 


Pearls 


Viking 


Lamp 


Super 


Pearls 


Um 


Urn 


Um 


Pearls 








Steer 


Steer 


Steer 


C^ve] 










Um 


Urn 


Um 


Super 


Lamp 


Steer 




Auctioneer 


Auctioneer 


Viking 




Pearls 








um 


Urn 


Lamp 




Urn 






i\ct rcss 


Actress 


Actress 










VtI 


Um 


Urn 




Um 




Actress 




Act rcss 








Pearls 




Pearls 


^^mp^ 


Um 


Um 


Urn^ 


Urn 


Urn 


Steer 


Lamp 


W:ing 


Steer 


Steer 


Viking 


VLking 


Pearls 


Pearls 


Lamp 


Pearls 


Pearls 


Lamp 


Lamp 


Pearls 


Urn 


Um 


Um 


Um 


Urn 


Lamp 


Viking 


Pearls 


Pearls 


Lamp 


X 


Pearls 


Viking 


Viking 


Pearls 


X 


X 


Um 


Um 


Urn 


X 


X 


Pearls 


Pearls 


Viking 


X 


X 


Viking 


Viking 


Pearls 


X 


X 


Um 


Um 


Urn 


X 


X 


Pearls 


X 


Viking 


X 


X 


Viking 


X 


Pearls 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 



10 



20 



In the embodiment of FIG. 3 three symbols are displayed 
at three respective display positions (i.e., "upper/' "center" 
and "lower") on each reel 30, 32, 34, 36, 38 thus defining a 
symbol group of fifteen symbols for each game outcome. 
Specifically, in the illustrated embodiment, reel 30 includes 
an "URN" symbol in the upper display position, a 
"PEARLS" symbol in the center display position and a 
"PAINTING" symbol in the lower display position; reel 32 
includes an "STEER" symbol in the upper display position, 
an "ACTRESS" symbol in the center display position and an 
"URN" symbol in the lower display position; reel 34 
includes a "GUARO" symbol in the upper display position, 
a "PAINTING" symbol in the center display position and a 
"PEARLS" symbol in the lower display position; reel 36 
includes a "GUARD" symbol in the upper display position, 
a "VIKING HELMET" (hereinafter "VIKING") symbol in 
the center display position and a "PEARLS" symbol in the 
lower display position; reel 38 includes an "URN" symbol 
in the upper display position, a "PEARLS" symbol in the 
center display position and a "VIKING" symbol in the lower 
display position. 

In the embodiment of FIG. 3, each of the paylines 40-48 
extend through one symbol on each of the five reels 30, 32, 
34, 36 and 38. Paylinc 40 starts at the upper left symbol (e.g., 
"URN") on reel 30, extends through the center symbol (e.g., 
"ACTRESS") on reel 32, the lower symbol (e.g., 
"PEARLS") on reel 34, the center symbol (e.g., "VIKING") 
on reel 36 and terminates at the top symbol (e.g., "URN") on 
reel 38. Payline 41 starts at the upper left symbol (e.g., 
"URN") on reel 30, extends through the upper symbol (e.g., 
"STEER") on reel 32, the center symbol (e.g., 
"PAINTING") on reel 34, the lower symbol (e.g., 
"PEARUS") on reel 36 and terminates at the lower symbol 



(e.g., "VIKING") on reel 38. Payline 42 extends through the 
top symbol on each reel (e.g., "URN" on reel 30, "STEER" 
on reel 32, "GUARD" on reel 34, "GUARD" on reel 36 and 
"URN" on reel 38.) Payline 43 starts at the center symbol 
(e.g., "PEARLS") on reel 30, extends through the lower 
symbol (e.g., "URN") on reel 32, the center symbol (e.g., 
"PAINTING") on reel 34. the top symbol (e.g., "GUARD") 
on reel 36 and terminates at the center symbol (e.g., 
"PEARLS") on reel 38. Payline 44 extends through the 
center symbol on each reel (e.g., "PEARLS" on reel 30, 
"ACTRESS" on reel 32, "PAINTING" on reel 34, 
"VIKING" on reel 36 and "PEARLS" on reel 38.) Payline 
45 starts at the center symbol (e.g., "PEARLS") on reel 30, 
extends through the upper symbol (e.g., "STEER") on reel 
32, the center symbol (e.g., "PAINTING") on reel 34, the 
lower symbol (e.g., "PEARLS") on reel 36 and terminates at 
the center symbol (e.g.. "PEARLS") on reel 38. Payline 46 
extends through the lower symbol on each reel (e.g., 
"PAINTING" on reel 30, "URN" on reel 32, "PEARLS" on 
reel 34, "PEARLS" on reel 36 and "VIKING" on reel 38.) 
Payline 47 starts at the lower symbol (e.g., "PAINTING") on 
reel 30, extends through the lower symbol (e.g., "URN") on 
reel 32, the center symbol (e.g., "PAINTING") on reel 34, 
the upper symbol (e.g., "GUARD") on reel 36 and termi- 
25 nates at the upper symbol (e.g.. "URN") on reel 38. Payline , 
48 starts at the lower symbol (e.g., "PAIN TING") on reel 30, 
extends through the center symbol (e.g., "ACTRESS") on 
reel 32, the upper symbol (e.g., "GUARD") on reel 34. the 
center symbol (e.g., "VIKING") on reel 36 and terminates at 
30 the lower symbol (e.g., "VIKING") on reel 38. 

In one embodiment, the symbol groups defining the 
"basic" game outcomes are evaluated by the processor for 
winning combinations in either of two payoff modes. In a 
first payoff mode, winning outcomes are identified by certain 
35 predefined winning symbol combinations appearing in the 
symbol group relative to an active payline. In one 
embodiment, the basic game automatically begins in the first 
payoff mode and stays in the first payoff mode until the 
occurrence of a special symbol combination triggering the 
40 second payoff mode. In a second payoff mode, termed a 
"SUPER SCATTER" mode, winning outcomes are identi- 
fied by the predefined winning symbol combinations appear- 
ing in the symbol group in "scatter-pay" format. In scatter- 
pay format, winning combinations occur when predefined 
winning symbol combinations are displayed, in any 
position, on any of the reels. Thus, symbols making up 
winning mmbinations in the SUPER SCATTER mode do 
not need to be aligned with an active payline or displayed on 
particular reels. In one embodiment, the basic game operates 
in the second payoff mode (i.e., SUPER SCATTER mode), 
once activated, for a fixed number of spins and then returns 
to the first payoff mode. The SUPER SCATTER mode will 
be described in detail in relation to FIGS. 4 and 5. 

In one embodiment, the symbol groups defining, the game 
outcomes are evaluated for the same predefined winning 
symbol combinations in both the first and second payoff 
modes. The winning combinations are preferably identified 
on a pay table which is alExed to the machine 10 and/or 
displayed by the video display 12 in response to a command 
by the player (e.g., by pressing the "Pay Table" button 54). 
The pay table enables the player to view the winning, 
combinations and their associated payoff amounts. If the 
symbol group includes a winning, combination, the game 
credits the player an amount corresponding to the award in 
the pay table for that combination multiplied by the amount 
of credits bet. 'llie player may collect the amount of accu- 
mulated credits by pressing, the "Collect" button 50. 



45 



50 



55 



60 



65 
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TABLE 2 

WINNING BID T>* Basic Game (First Payoff Mode) 



WIN COMBINATIONS 



Reel 30 


Reel 32 


Reel 34 


Reel 36 


Reel 38 


ay 


AUCTION 


AUC- 
TION 


AUCTION 


AUC- 
TION 


AUCTION 


5000 


AUCTION 


AUC- 
TION 


AUCTION 


AUC- 
TION 




400 


At imnrc 


AUC- 
TION 


AUCTION 






100 


A\ U \- 1 1 V-/ 1> 


AUC- 
TION 








20 


At imON: 










2 


ACTRESS 




ACTRFSS 


ACTRESS 


ACTI^ESS 


1000 


ArmiF<;<; 


ACTRESS 


ACTRESS 


ACTRESS 




120 


AV_ 1 rtcoo 




aptrfss 






35 


GUARD 


r;! 1 ARn 




GUARD 


GUARD 


1000 


r;T 1 ADn 






GUARD 




100 






GUARD 






30 


STEER 


STEER 


STEER 


STEER 


STEER 


1000 


STEER 


STEER 


STEER 


STEER 




80 


STEER 


STEER 


STEER 






25 


Any Char 


Any Char 


Any Char 


Any Char 


Any Char 


70 


Any Char 


Any Char 


Any Char 


Any Char 




12 


Any Char 


Any Char 


Any Char 






5 


URN 


URN 


URN 


URN 


URN 


200 


URN 


URN 


URN 


URN 




SO 


URN 


URN 


URN 






15 


PEARUS 


PEARUS 


PEARIxS 


PEARIi; 


PEARLS 


150 


PEARl^ 


PEARLS 


PEARI^ 


PEARI^ 




60 


PEARi^ 


PEARI^S 


PEAR US 






12 


\aKING 


VIKING 


VIKING 


VIKING 


VIKING 


120 


VIKING 


VIKING 


VIKING 


VIKING 




50 


VIKING 


VIKING 


VIKING 






10 


LAMP 


LAMP 


LAMP 


LAMP 


LAMP 


100 


LAMP 


lAMP 


LAMP 


LAMP 




40 


LAMP 


LAMP 


LAMP 






7 


GAVEL 




GAVEL 




GAVEL 


0 


SUPER 




SUPER 




SUPER 


5 



Table 2 is a pay table identifying various winning com- 
binations of symbols in the WINNING BID'r" basic game in 
the first payoff mode. The "WIN COMBINAHONS" por- 
tion identifies the various symbol combinations providing a 
payoff when they stop on the designated reels of an active 
payline in the first payoff mode. The specific type(s) and 
number(s) of symbol combinations define the various win- 
ning combinations. Generally, except for the "AUCTION" 
combination, winning combinations in the first payoff mode 
require that at least three of five corre.sponding symbols be 
displayed on the active payline on the designated reels. For 
example, the symbol combinations of five "ACTRESS" 
symbols (i.e. on reels 30 through 38), four "ACTRESS" 
symbols (i.e. on reels 30 through 36) and three "ACTRESS" 
symbols (i.e. on reels 30 through 34) stopping on the payline 
provide a payoff in the first payoff mode. 

As shown in Table 2, the "AUCTION" symbol has five 
winning combinations in the first payoff mode of the WIN- 
NING BID'f" basic game, including: five "AUCTION" 
symbols (i.e. on reels 30 through 38), four "AUCTION" 
symbols (i.e. on reels 30 through 36), three "AUCTION" 
symbols (i.e. on reels 30 through 34), two "AUCTION" 
symbols (i.e. on reels 30 through 32), and a single "AUC- 
TION" symbol (i.e. on reel 30). Thus, the first payoff mode 
provides a payoff when any number of one to five "AUC- 
TION" symbols are displayed on the designated reels of the 
active payline. The first payoff mode of the WINNING 
BID'*^" basic game also provides a payoff for mixed com- 
binations of the "AUCTION," "ACTRESS," "GUARD" and 
"STEER" symbols displayed on the designated reels of the 
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active payline as represented by "AnyChar" in Table 2. For 
example, the first payoff' mode provides a payoff when the 
active payline displays the symbol combination of 
"ACTRESS," "GUARD" and "STEER" on reels 30 through 
5 34. 

In one embodiment, the "AUCTION" symbol acts as a 
wildcard for the "STEER," "ACTRESS" and "GUARD" 
symbols. Thus, for example, the combination of "STEER," 
"AUCTION" and "STEER" symbols on the active payline is 
10 equivalent to the combination of three "STEER" symbols 
appearing on the designated reels of the active payline. 

'Vha "PAY" column of Table 2 identifies the amount of 
coin(s) or credit(s) awarded as the payoff for the various 
winning combinations in the basic game, per unit wagered. 
Thus, for example, the "AUCTION," "AUCTION" combi- 
nation in the first payoff mode will pay 20 coins or credits 
with one coin played; that same combination will pay 100 
coins or credits with five coins played. 

In one embodiment, three "SUPER SCATTER" symbols 
appearing on an active payline is a winning combination 
which will trigger a second payoff mode termed a "SUPER 
SCATTER" mode. An example is shown in FIG. 4 in which 
the three "SUPER SCATTER" symbols appear on respective 
reds 30, 34, and 38 along payline 40. As shown in Table 2, 
the combination of three "SUPER SCAITER" symbols 
itself has a "PAY" value of 0 crediLs award in the first payoff 
mode. Generally, however, a greater award may be expected 
in the second payoff mode (i.e., SUPER SCATTER mode) 
which is triggered by three "SUPER SCATTER" symbols. It 
will be appreciated, however, that alternative embodiments 
within the scope of the present invention might award a 
value for the combination of three "SUPER SCATTER" 
symbols in the first payoff mode. Once the SUPER SCAT- 
3^ TER mode becomes active, the CPU 20 causes the reels to 
"respin" to display a new symbol group. In one embodiment, 
the CPU 20 operates in the SUPER SCATTER mode for a 
fixed number of spins (e.g., a single spin) and then returns 
to the first payoff mode. 
40 FIG. 5 shows the display 12 as it may appear after 
respinning the reels in the SUPER SCATTER mode. In the 
SUPER SCATTER mode, the processor evaluates the sym- 
bol group for winning symbol combinations which are 
displayed in scatterpay format, i.e., without regard to the 
45 display positions of the respective symbols. In one 
embodiment, the winning symbol combinations in SUPER 
SCATTER mode are generally the same combinations as in 
the first payoff mode, having the same payoff values. In the 
SUPER SCATTER mode, however, because the symbols are 
50 evaluated in scatter-pay format, more than one winning 
combination is likely to occur. Generally, the player receives 
the sum of the coin(s) or credit(s) for each winning combi- 
nation which appears in the SUPER SCATTER mode, 
except only the highest-value combination is counted for 
55 any particular type of combination. For example, if four 
"PEARLS" symbols appear anywhere on the screen in the 
SUPER SCATTER mode, the player receives the same 
amount of coins or credits as would be awarded for four 
"PEARLS" symbols appearing on an active payline in the 
go first payoff mode. However, the player would not be 
awarded for the two combinations of three "PEARL" sym- 
bols which are necessarily included in the four symbols. 

In particular with respect to FIG. 5, there are two winning 
symbol combinations appearing in the displayed symbol 
65 group: a combination of three "URN" symbols (paying 15 
credits) and a combination of four "PEARL" symbols 
(paying 60 credits) for a total of 65 credits. 
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TABLE 3 

WINNING BIPT** Basic Game (SUPER SCATTER Mode) 
WIN COMBINATIONS 



Reel 30 


Reel 32 


Reel 34 


Reel 36 


Reel 38 


PAY 


AUt,l IVJiN 


A I ir^irMv' 


AUC 1 I*JfV 


ACC i icrN 




5000 




AUl_i iKJiS 


AUCl IvJtN 


AUC 1 l\Ji\ 




400 


AUCl lUN 


AUCl ION 


AUCl lUiN 




AUCl lUiN 


400 


AUCl ION 


AUCl ION 




AUCl ILffS 


AUC 1 IU';N 


400 


AUCl lUiN 




AUCl lUlN 


AUCl iKJiS 


AUC i IWiX 


400 




AUCTION 


AUCl ION 


AUC 1 lOiN 


AUCl 




AUCl ION 


AUCl lUl> 


AUCl 1U(N 






lOO 


AUt^l iKJtS 


A I Il'^IO V 

AUCl lUiN 




AUC 1 lyJvS 




100 


AlJt- 1 KhN 


AUC 1 








100 


AUU ION 




AUCl ILJrN 


AUCl iur\ 




TOO 


AUCTION 




AUCTION 




AUC IlUiN 


100 


AUCTION 






AUCl ION 


AUCl lUiN 


100 




AUCl ION 


AUCl UJri 


AUCl iKJiS 




100 




AUCl lUtN 


AUCl iKjri 




AUC 1 lUiiil 


100 




AUCilON 




AUC 1 l\J\S 


AUC 1 lUTV 


100 






AUCl lUIN 


AUC 1 IUPn 


Ai imnv 


100 


AUCTION 


AUCHON 








20 


AUCTION 




AUCl lOfS 






20 


AUCl ION 






AUCl l\JiS 




20 


AUCl ION 










20 




AUCl ION 


AUCl lUIM 






20 




AUCl ION 




AUCl 1U>[\ 




20 




AUCTION 






AUC 1 IvJiN 








AUCl ION 


AUCl lUN 




iU 






AUCTION 




AIJC lUJiN 


20 








ALCl ION 


AUC nUvN 


20 


AUCTION 










2 




AUCTION 








2 






AUCl ION 






2 








AuCl ION 




2 










AUC HON 


2 


ACTRESS 


ACTRESS 


ACTRESS 


AC 1 Knob 


ACI Ktlcio 


innn 


ACTRESS 


ACTRESS 


ACTRESS 


ACI Rcbb 




120 


ACTRESS 


ACTRESS 


ACTRESS 




ACi Ktoo 


120 


ACTRESS 


ACTRESS 




A <^T"0 pec 

ACI Ktoo 


ACI KHoo 


120 


ACTRESS 




ACTRESS 


ACTRESS 


ACTRESS 


120 




ACTRESS 


ACTRESS 


A /"M^O ceo 

ACI Kti>b 


ACTRESS 


iZU 


ACTRESS 


ACTRESS 


ACTRESS 






35 


ACTRESS 


ACTRESS 




ACTRESS 




35 


ACTRESS 


ACTRESS 






ACTRESS 


35 


ACTRESS 




ACTRESS 


ACTRESS 




35 


ACTRESS 




ACTRESS 




ACTRESS 


35 


ACTRESS 






ACTRESS 


ACTRESS 


35 




ACTRESS 


ACTRESS 


ACTRESS 




35 




ACIKESS 


ACTRESS 




ACi KtoC) 


35 




ACTRESS 




ACTRESS 


ACTRESS 


35 






ACTRESS 


ACITIESS 


ACTRESS 


35 


GUARD 


GUARD 


GUARD 


GUARD 


GUARD 


1000 


GUARD 


GUARD 


GUARD 


GUARD 




100 


GUARD 


GUARD 


GUARD 




GUARD 


100 


GUARD 


GUARD 




GUARD 


GUARD 


100 


GUARD 




GUARD 


GUARD 


GUARD 


100 




GUARD 


GUARD 


GUARD 


GUARD 


100 


GUARD 


GUARD 


GUARD 






30 


GUARD 


GUARD 




GUARD 




30 


GUARD 


GUARD 






GUARD 


30 


GUARD 




GUARD 


GUARD 




30 


GUARD 




GUARD 




GUARD 


30 


GUARD 






GUARD 


GUARD 


30 




GUARD 


GUARD 


GUARD 




30 




GUARD 


GUARD 




GUARD 


30 




GUARD 




GUARD 


GUARD 


30 






GUARD 


GUARD 


GUARD 


30 


STEER 


STEER 


STEER 


STtER 


STEER 


3000 


STEER 


STEER 


STEER 


STEER 




80 


STEER 


STEER 


STEER 




STEER 


80 


STEER 


STEER 




STEER 


STEER 


80 


STEER 




STEER 


STEER 


STEER 


80 




STEER 


STEER 


STEER 


STEER 


80 


STEER 


STEER 


STEER 






25 


STEER 


STEER 




STEER 




25 


STEER 


STEER 






STEER 


25 


STEER 




STEER 


STEER 




25 
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WlNNrNG BID ™ Basic Game (SUPER SCATTER Mode) 
W[N COMBINATIONS 



Reel 30 


Reel 32 


Reel 34 


Reel 36 


Reel 38 


PAY 


STEER 




STEER 




STEER 


25 


STEER 






STEER 


STEER 


25 




STEER 


STEER 


STEER 




25 




STTiER 


^ 1 CtK 




c-r>t7irr> 

olLcR 


25 




STEER 




STEER 




25 








STEER 


S I bER 


25 


Any Char 


Any Char 


Any Char 


Any Char 


Any Char 


/u 


Any Char 


Any Char 


Any Char 


Any Char 




12 


Any Char 


Any Char 


Any Char 




Any Char 


1 2 


Any Char 


Any Char 




Any Char 


Any t^nar 


12 


Any Char 




Any Char 


Any Char 


Any t_-uar 






Any Char 


Any Char 


Any Char 


Any Char 


32 


Any Char 


Any Char 


Any Char 






5 


Any Char 


Any Char 




Any Char 




5 


Any Char 


Any Char 






Any Char 


5 


Any Char 




Any Char 


Any Char 




5 


Any Char 




Any Char 




Any Char 


5 


Any Char 






Any Char 


Any Char 


5 




Any Char 


Any Char 


Any Char 




5 




Any Char 


Any Char 




Any Char 


5 




Any Char 




Any Char 


Any Char 


5 






Any Char 


Any Char 


Any Char 


5 


URN 


URN 


URN 


URN 


URN 


200 


URN 


URN 


URN 


URN 




80 


URN 


URN 


URN 




URN 


80 


URN 


URN 




URN 


URN 


80 


URN 




URN 


URN 


URN 


80 




URN 


URN 


URN 


URN 


80 


URN 


URN 


URN 






15 


URN 


URN 




URN 




15 


URN 


URN 






URN 


35 


URN 




URN 


URN 




35 


URN 




URN 




URN 


35 


URN 






URN 


URN 


35 




URN 




URN 




35 




URN 


URN 




URN 


35 




URN 




URN 


URN 


15 






URN 


URN 


URN 


35 


PEARLS 


PEARLS 


PEARLS 


nr? A Tit c* 

PEARLS 


PEARLS 


150 


PEARLS 


PEARLS 


PEARLS 


PEARLS 




60 


PEARLS 


PEARLS 


PEARLS 




PEARLS 


60 


PEAR 15 


PEARIJl 




PEARI^S 


PEARLS 


60 


PEARIjS 




PEARIJ) 


PEARI^ 


PEARI^ 


60 




PEARLS 


PEARLS 


PEARLS 


PEARLS 


60 


PEARLS 


PEARLS 


PEARLS 






12 


PEARLS 


PEARLS 




PEARLS 




12 


PEARLS 


PEARLS 






PEARLS 


32 


PEARLS 




PEARLS 


PEARLS 




32 


PEARLS 




PEARLS 




PEARLS 


32 


PEARLS 






PEARLS 


PEARLS 


32 




PEARLS 


PEARLS 


PEARLS 




12 




PEARLS 


PEARLS 




PEARLS 


12 




PEARLS 




PEARLS 


PEARLS 


32 






PEARLS 


PEARLS 


PEARLS 


32 


VIKING 


VIKING 


VIKING 


VIKING 


VIKING 


120 


VIKING 


VIKING 


VLKING 


VIKING 




50 


VIKING 


VIKING 


VUGNG 




VIKING 


50 


VIKING 


VIKING 




VIKING 


VIKING 


50 


VIKING 




VIKING 


VIKING 


VIKING 


55 




VIKING 


VIKING 


VIKING 


VIKING 


50 


VIKING 


VIKING 


VQCING 






10 


VIKING 


VIKING 




VIKING 




10 


VIKING 


VIKING 






VIKING 


10 


VIKING 




VIKING 


VIKING 




30 


VIKING 




VIKING 




VIKING 


10 


VIKING 






VIKING 


VIKING 


30 




VIKING 


VIKING 


VIKING 




30 




VIKING 


VIKING 




VIKING 


10 




VIKING 




VIKING 


VIKING 


10 






VIKING 


VIKING 


VI KING 


30 


LAMP 


LAMP 


LAMP 


LAMP 


LAMP 


100 


LAMP 


LAMP 


LAMP 


LAMP 




40 


LAMP 


LAMP 


LAMP 




LAMP 


40 
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TABLE 3-continued 

WINNING BID Basic Game fSUPER SCATTER Mode^ 



WIN COMBINATIONS 



Reel 30 


Rcci 32 


Reel 34 


Reel 36 


Reel 38 


PAY 


LAMP 


LAMP 




LAMP 


LAMP 


40 


LAMP 




LAMP 


LAMP 


LAMP 






LAMP 


LAMP 


LAMP 


LAMP 


40 


LAMP 


LAMP 


L^MP 






7 


LAMP 


LAMP 




LAMP 




7 


LAMP 


LAMP 






LAMP 


7 


LAMP 




LAMP 


LAMP 




7 


LAMP 




LAMP 




LAMP 


7 


l-AMP 






LAMP 


LAMP 


7 




lAMP 


I^MP 


I^MP 




7 




LAMP 


LAMP 




LAMP 


7 




LAMP 




USlMP 


LAMP 


7 






LAMP 


LAMP 


LAMP 


7 


SUPER 




SUPER 




SUPER 


0 



Table 3 is a pay table identifyiag various winning com- 
binations of symbols in the WINNING BID'^" basic game 
SUPER SCATTER payoff mode. The "WIN COMBINA- 
TIONS" portion identifies the various symbol combinations 
providing a payoff in the SUPER SCATTER mode. 
Generally, the symbol combinations identified in Table 3 for 
the SUPER SCATTER mode are the same symbol combi- 
nations identified in Table 2 for the first payoff mode, except 
that winning combinations in the SUPER SCATTER mode 
occur in scatter-pay format and do not need to be displayed 
on a particular reel relative to an active payline. Thus, for 
any particular symbol combination type, there are generally 
a greater number of winning combinations in the SUPER 
SCATTER mode than there are in the first payoff mode. 

For example, Table 3 indicates that there are thirty-one 
possible combinations of "AUCTION" symbols that define 
winning combinations in the SUPER SCATTER mode of the 
WINNING BID"^" basic game (as compared to five winning 
combinations in the first payoff mode). The winning com- 
binations in the SUPER SCATTER mode include: one 
combination of five "AUCTION" symbols, five combina- 
tions of four "AUCriON" symbols, ten combinations of 
three "AUCTION" symbols, ten combinations of two 
"AUCTION" symbols and five combinations of a single 
"AUCTION** symbol. The winning, combinations of sym- 
bols other than "AUCTION" symbols are identified in 
similar fashion in Table 3. 

The "PAY" column of Table 3 identifies the amount of 
coin(s) or credit(s) awarded for the various winning com- 
binations in the basic game, per unit wagered. The payoff 
values identified for the various combinations in Table 3 are 
the same as the payoff values for those combinations in 
Table 3. Thus, for example, a combination of five "AUC- 
TION" symbols displayed in scatter-pay format in the 
SUPER stATTER mode will pay 5,000 coins or credits, the 
same amount that that combination would pay in the first 
payoff mode if displayed along an active payline. 

In the embodiment of Tabic 3. three "SUPER SCATTER" 
symbols appearing in scatter-pay format in SUPER SCAT- 
TER mode will result in a payoff (e.g., 5 credits in a 1-coin 
game) but will not trigger an additional SUPER SCATTER 
spin. It will be appreciated, however, that alternative 
embodiments within the scope of the present invention 
might award different payoff amounts or no payoff, or might 
provide additional spins in response to "SUPER SCATTER" 
symbols appearing in scatter-pay formal in the SUPER 
SCAin^R mode. 



The C PU 20 enters the bonus gam e when a special 
"start-bontLs" outcome occurs on an active payline in the 
first payoff mode of the basic game. Specifically, in one 

25 embodiment of the WINNING BID^m game, three 
"GAVEL" symbols displayed, on an active payline, on the 
respective reels 30, 34 and 38 is a siart-t^onus outcome 
which will cause the CPU 20 to enter the bonus game. 
In one embodiment, the combination of three "GAVEL" 

30 symbols has zero "PAY" value in the basic game, whether 
occurring in the first payoff mode or the SUPER SCATTER 
mode. Thus, that ever value may be derived from the 
combination of three "GAVEL" symbols occurs in the bonus 
game which is triggered by that combination. It will be 

35 appreciated, however, that alternative embodiments within 
the scope of the present invention may include start-bonus 
combinations which have pay value(s) in any combination 
of the basic game (first payoff mode), basic game (second 
payoff mode) and/'or the bonus game, including values 

4Q which might differ in the respective games. 

Upon entering the bonus game, the CPU 20 operates to 
rc g^ace the display of ree ls 30 39, 32, 34, 36, and 38 on video 
display 12 with a bonus game screen depicting a first stage 
of the h>onus game. FIG. 6 is an illustration of a bonus game 

45 screen depicting a first stage of the WINNING BID*^" bonus 
game. ITie bonus game scTeen of FIG. 6 has a "yard sale" 
theme which provides for the player to choose a selected 
item which is to be featured in a later award presentation 
stage of the bonus game, this latter stage having an "auction" 

50 theme in one embodiment which will be described in 
relation to FIG. 8. It will be appreciated that other embodi- 
ments within the scope of the present invention might allow 
for the player to select a desired item in other than a "yard 
sale," might provide for an award presentation in other than 

55 an "auction" theme, or might provide for the CPU 20, rather 
than the player, to select the featured item. 

FIG. 7 shows an inventory of the some of the items which 
might be selected for auction in one embodiment of the 
WINNING BID™ bonus game. The items include: a stone 

60 wheel 70, a mounted unicorn head 71, an urn 72, a tiara 73, 
a large thimble 74, a "Scream" type painting 75, snakeskin 
boots 76, Sherlock Holmes pipe/hat 77, a photograph of an 
alien 78, an old phonograph 79, a pearl necklace 80, a "mona 
lisa" painting 81, a collection of magazines 82, a viking 

65 helmet 83, a mounted fish 84, a dinosaur bone 85, a coonskin 
cap 86, a wheel of cheese 87, a bust of Medusa 88 and a rare 
bottle of wine 89. It will be appreciated, however, that the 
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WINNING 13ID ™ AUCnON SUMMARY 
AUCnON SUMMARY 



Oulcomes 


■ Weight 


Bonus Prob 


10 


0 


0 


20 


0 


0 


30 


0 


0 


40 


0 


0 


50 


30 


0.04011 


60 


30 


0.04011 


70 


30 


0.04013 


80 


40 


0.05348 


90 


40 


0.05348 


100 


40 


0.05348 


110 


30 


0.04033 


no 


30 


0.04031 


330 


30 


0.04011 


340 


30 


0.04011 


350 


30 


0.04013 


160 


30 


0.04013 


170 


30 


0.04O13 



10 



inventory may comprise any of several alternative items 
depending on the game program. 

In one embodiment, the CPU 20 r andomly sele cts a 
pr edetermined number of items from the inv entory to be 
displayed iu the item selection screen of FIG. 6. The item 
selection screen is preferably a touch-screen display and the 
player selects an item by touching the screen over the 
desired item. It will be appreciated, however, that screens 
other than touch -screen displays may be used and a variety 
of other alternative means may be used to select the item 
including, for example, joysticks, trackballs, mouse-type 
structures, push-buttons or keys. After selection of the 
desired item, the CPU 20 operates to replace the item 
selection screen with an award presentation screen which in 
one embodiment has an "auction" theme. 

FIG. 8 is an illustration of an award presentation screen 
having an auction theme. In the embodiment of FIG. 8, the 
award presentation screen represents an auction house dis- 
playing the selected item (not shown) on table 90 and also 
showing various characters including an auctioneer 92 and 
various other characters 93 through 99 for bidding on the 
item. Specifically, the characters in FIG. 8 include; auction- 
eer 92, sophisticated woman movie star 93, yuppie rich guy 
"Bifif Diamond" 94, sleeping security guard 95, old guy in a 
wheelchair (with nurse) 96, snobby rich couple 97, oil 
tycoon (with steer) 98 and a British rock star 99. Of course, 
it will be appreciated that any of several different characters 
might be shown on the award presentation screen depending 
on the game program. 

With an auction award presentation screen such as the 
type shown in FIG. 8, the CPU 20 provides an award 
presentation characterized by the various characters "bid- 
ding" on the selected object. The auction progresses with 
selected characters n iaking escalating bid s on the selected 
object until the occurrence of a final "winning" bid. 
Generally, each of the bids represent award values which 
might be awarded in the bonus game and the player is 
awarded the award value associated with the final "winning" 
bid (multiplied by the amount bet). The award presentation 
thereby provides a mixture of excitement and apprehension 
to the player watching the progression of bids and hoping for 
J a high "winning" bid which will result in a high payout. 
Briefly, the auction award presentation provides great player 
anticipation with an increasing non-linear sequence of 
VlL potential awards. 

TABLE 4 



20 



25 



45 



50 
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TABLE 4-continued 



WINNING BID ™ AUCTION SUMMARY 
AUCTION SUMMARY 



Outcomes 


Weight 


Bonu.s Pioti 


380 


30 


0.04011 


390 


30 


0.04011 


200 


30 


0.04011 


220 


30 


0.04011 


240 


30 


0.04011 


260 


30 


5.04011 


280 


20 


0.02674 


300 


20 


0.02674 


320 


12 




340 


12 


0.01604 


360 


12 


0.01604 


380 


12 


0.01604 


400 


12 


0.01604 


420 


8 


0.01070 


440 


8 


0.01070 


460 


8 


0.01070 


480 


4 


0.00535 


500 


4 


0.00535 


550 


4 


0.00535 


600 


2 


0.00267 


650 


2 


0.00267 


700 


2 


0.00267 


750 


1 


0.00134 


800 


1 


0.00134 


850 


1 


0.00134 


900 


1 


0.00134 


950 


1 


0.00134 


3000 


1 


0.00134 
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Table 4 is a summary table identifying various outcomes 
("bids") which may be made in one embodiment of the 
WINNING BID™ game. In one embodiment, the CPU 20 
randomly selects a final bid from among the possible "out- 
comes" identified in the first column of Table 4 before any 
of the bids are presented to the player. The table is weighted 
so that certain outcomes ("bids") are generally more likely 
to be selected than certain other outcomes ("bids") as 
identified in the second column entitled "weight". For 
example, the outcome "100" (having a weight of 40) is more 
likely to be selected for the final bid than the outcome "110" 
(having a weight of 30), Table 4 also lists the probability of 
the outcome once in the bonus game. 

In one embodiment, the player starts the auction by 
touching one of the displayed characters, ultimately causing 
that character to make an opening bid. In one embodiment, 
the value of the opening bid is determined by the CPU 20 
randomly selecting an opening bid from 30 to 100. On the 
award presentation screen (FIG. 8), the auctioneer starts the 
bidding at the opening bid and then the selected character 
accepts the bid by cither speaking or making a gesture. 
Tliereafter, the auction progresses with the auctioneer and/or 
characters raising the bidding until one of the characters 
makes the final "winning" bid. 

After the opening bid in the auction, the CPU 20 selects 
the character to make the subsequent bid. Each of the 
characters have an internal desire factor for particular auc- 
tion items that make them more prevalent to bid. 
Specifically, each character has an assigned desire factor 
between one and ten using logical afi51iations. For example, 
the rancher has a high desire factor for the cowboy boots but 
the actress has a low desire. Touching the character for the 
opening bid increases their desire factor for the currently 
auctioned item by five desire points. For each bid after the 
opening bid, the desire factor of each character is multiplied 
by a different random number generated by the CPU 20. The 
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character with the highest product of this multiplication 
makes the bid on the auction item. For example, suppose the 
actress has the desire factor of four and the random multi- 
plier of nine, and the rock star has the desire factor of seven 
and the random multiplier of three. The actress bids because 5 
four limes nine is greater than seven times three. This 
method allows some characters to have strong desires for 
particular auction items but randomness still exists in the 
bidding process. 

In one embodiment, the amount(s) of the raises in bidding lO 
are determined by the CPU 20 according to an increment 
table which in one embodiment varies from 10 to 50, but not 
to exceed the final bid. For example, suppose the CPU 20 
selects an opening bid of "60" and a final bid of "110." 
Further assume that the increment table dictates consecutive ^5 
non-linear increments of 10, 10, 20, 20, 30, etc. The CPU 20 
might determine "70" to be the first intermediate bid (i.e., 
the sum of "60" and the first increment "10"), then deter- 
mine "80" to be the next bid (i.e., the sum of "70" and the 
second increment "10"), then determine "100" to be the next 20 
bid (i.e., the sum of "80" and the third increment "20"), then 
determine "120" be the next bid (i.e., the sum of "100" and 
the fourth increment "20") but, because "120" exceeds the 
final bid of "110," the CPU 20 will cause bids of "60." "80," 
"100" and "120" to be presented, in sequence, in the award 
presentation. 

To increase player excitement in one embodiment, the 
CPU 20 randomly executes a non-linear jump bid about 
every fourth bid. During the jump bid, one of the characters 
shouts out a value which is higher than the ask bid given by 
the auctioneer 92. Jump bids may only occur for a small 
subset of the outcomes, namely the outcomes of 70, 100, 
150, 200, 250, 300, 400, 500, 600, 700, 800, 900 and 1000. 
The CPU 20 will only execute jump bid to the next jump bid 
value if the jump bid does not exceed the selected final 
outcome. For example, if the present bid is 120, the CPU 20 
executes a jump bid to 150. 

In one embodiment, there will occasionally be an irregu- 
lar time interval between bids, namely a lull in the bidding 
causing the auctioneer to say "Going Once, Going Twice . 
. . " after an intermediate bid before a character accepts the 
bid, thereby giving the false appearance that the bidding is 
about to end. However, the bidding does not end until the 
auctioneer says "Sold," with the most recent bid defining the 
"winning bid" which is to be awarded to the player. This 
"Going Once, Going Twice ..." time lease randomly occurs 
about every sixth bid. On half of the large outcomes, the 
character "Biff Diamond" enters the room during the action 
and overbids. 

During the auction presentation, the characters randomly 
stop bidding. The "Biff Diamond" character adds further 
excitement to the auction. On half of the large ou tcome, 
" Biff Diamond" enters the roo m during the bidding and 
overbids to force large outcomes. For entertainment value, 
the auction presentation includes some fanciful features. 
When a character is outbid for a second time during the 
auction, their face has a surprise look. When a character is 
outbid for a fourth time, their face has an angry expression. 
"^The auction presentation ends when the auctioneer says 
Going Once, Going Twice, Sold." The CPU 20 then awards 
the player the amount of the final bid multiplied by the line 
bet and returns to the basic game. 

It will be appreciated that the present invention has 
generally been described with reference to a particular 65 
embodiment of the WINNING BID*^" game, but the present 
invention is not limited to the particular embodiments 
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described herein. For example, while the aforementioned 
game has a basic game in the form of a slot machine, the 
present invention may be implemented with virtually any 
type of game of chance or skill or combination of such 
games having outcomes (e.g., "start-bonus" outcomes) 
which may trigger play of a bonus game. The basic game 
may comprise, for example, a video poker or video black- 
jack game. Other variations within the scope of the present 
invention include bonus games with different themes, dif- 
ferent displays and/or different types of award presentations, 
basic games with different numbers and types of reels and/or 
symbols, different payoff modes and/or payline 
configurations, and basic or bonus games with different 
values of coin awards, different probabilities, expected 
values, etc. 

While the present invention has been described with 
reference to one or more particular embodiments, those 
skilled in the art will recognize that many changes may be 
made thereto without departing from the spirit and scope of 
the present invention. Each of these embodiments and 
obvious variations thereof is contemplated as falling within 
the spirit and scope of the claimed invention, w^hich is set 
forth in the following claims. 

What is claimed is: 

1. A method of operating a gaming machine under control 
of a processor, the method comprising the steps of; 

executing, under processor control, a bonus game pro- 
gram defining an award presentation in which bids are 
made upon a selected object, the bonus game program 
defining a plurality of game characters; 

selecting, under processor control, a sequence of the bids 
which are to be made in the award presentation, the 
sequence of bids including an opening bid, a number of 
intermediate bids and a final bid defining a winning bid; 

presenting the bids in the award presentation, respective 
ones of the game characters presenting and announcing 
the bids; and 

awarding a payoff to the player based on the winning bid. 

2. A method of operating a gaming machine under control 
of a processor, the method comprising the steps of: 

executing, under processor control, a bonus game pro- 
gram defining an award presentation in which bids are 
made upon a selected object, the bonus game program 
defining a plurality of game characters; 

selecting, under processor control, a sequence of the bids 
which are to be made in the award presentation, the 
sequence of bids including an opening bid, a number of 
intermediate bids and a final bid defining a winning bid; 

presenting the bids in the award presentation, wherein the 
step of presenting bids includes the step of selecting 
designated ones of the game characters for presenting 
the bids; and 

awarding a payoff to the player based on the winning bid. 

3. Tht methcxl of claim 2 wherein the step of .selecting 
game characters comprises selecting at lea.st one of the game 
characters under player control. 

4. The method of claim 2 wherein the step of selecting 
game characters comprises selecting a preferred character 
under player control. 

5. The method of claim 4 wherein the step of presenting 
bids comprises the preferred character announcing the open- 
ing bid. 

6. The method of claim 1 wherein the step of selecting 
game characters comprises selecting a plurality of the game 
characters under processor control. 

7. llie method of claim 6 wherein the step of selecting 
game characters comprises selecting respective game char- 
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acters for presenting the bids according to a selection 
probability defined by the game program. 

8. The method of claim 7 wherein the game program 
defines a selection probability for the various characters 
which varies according to the selected object. 5 

9. The method of claim 2 wherein the step of selecting 
game characters comprises selecting a preferred character 
under player control and a plurality of other game characters 
under processor control. 

10. The method of claim 9 wherein the game program 30 
defines a default selection probability for each of the various 
characters, and further including the step of increasing the 
selection probability of the preferred character so that it is 
higher than the default selection probability. 

11. A method of conducting a game of chance on a gaming 35 
machine under control of a processor, the method compris- 
ing: 

receiving a wager from a player; 

executing, under processor control, a game program 
defining an award presentation and a plurality of dif- ~^ 
ferent dynamic characters depicted on a video display; 

randomly selecting, under processor control, a sequence 
of awards for said award presentation; 

successively displaying the sequence of awards to the 25 
player via the video display at time intervals deter- 
mined by the processor, the awards in the sequence 
being associated with respective ones of the characters; 
and 

awarding a payoff to the player based on one or more of 30 
the awards. 

12. The method of claim 11 wherein the sequence of 
awards comprises an escalating sequence. 

13. The method of claim 12 wherein the sequence of 
awards includes an opening award, a number of intermediate 35 
awards and a final award, and wherein the step of randomly 
selecting a sequence of awards includes the step of selecting, 
under processor control, the final award from a plurality of 
possible final awards. 
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14. The method of claim 13 wherein the step of randomly 
selecting a sequence of awards includes the step of selecting, 
under processor control, the opening award from a plurality 
of possible opening awards. 

15. The method of claim 13 wherein the step of randomly 
selecting a sequence of awards includes the steps of select- 
ing an award increment and determining, under processor 
control, an intermediate award by adding the selected award 
increment to a previous award. 

16. The method of claim 15 wherein the step of randomly 
selecting a sequence of awards comprises selecting n award 
increments and determining, under processor control, n 
intermediate awards by adding, one at a time, respective 
ones of the selected n award increments to previous awards. 

17. The method of claim 16 wherein a first one of the n 
award increments is added to the opening award to define a 
first one of the n intermediate awards. 

18. The method of claim 17 wherein consecutive ones of 
the n award increments are added, one at a time, to most 
recent ones of the n intermediate awards to define next 
consecutive ones of the n intermediate awards. 

19. The method of claim 11 wherein the awards represent 
a value of one or more objects. 

20. A gaming machine comprising: 

a processor operable to execute, in response to a wager, a 
game program defining an award presentation and a 
plurality of different dynamic characters; 

a selection element for randomly selecting, under proces- 
sor control, a sequence of awards for said award 
presentation; 

a video display for successively displaying the sequence 
of awards to the player at time intervals determined by 
the processor, the awards in the sequence being asso- 
ciated with respective ones of the displayed characters; 
and 

a payout mechanism for awarding a payoff to the player 
based on one or more of the awards. 

+ ♦ * * * 



12/23/2003, EAST version: 1.4.1 



